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(54) Awarding of game features in a gaming machine 



(57) A game played on a gaming machine, or any 
other suitable device, is described wherein a player 
plays a base game, such as the random selection and 
display of symbols where combinations of symbols 
across one or more paylines grant awards to a player. 
Upon a triggering event, such as a certain outcome in 
the base game, special features are randomly selected 
for application to the base game. The special features 
may include wild cards, multipliers, and the number of 
game to which the special features apply. Any combina- 
tion of special features may be randomly selected in re- 
sponse to a triggering event. Many other features are 
described. 
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Description 

[0001] This invention relates to gaming machines 
and, in particular, to awarding a player special features 
to be applied to a game played on a gaming machine. 
[0002] Atypical gaming machine found in casinos car- 
ries out a single game having unchanging features, such 
as displaying rotating reels having symbols, where the 
resulting symbol combinations correspond to awards to 
be paid to the player. 

[0003] What is needed is a gaming machine that of- 
fers the player additional excitement and an incentive to 
play longer. 

[0004] A game played on a gaming machine, or any 
other suitable device, is described wherein a player 
plays a base game, such as the random selection and 
display of symbols, where combinations of symbols 
across one or more paylines grant awards to a player. 
Upon certain outcomes in the base game, or upon other 
triggering events, special features are applied to the 
base game. 

[0005] In one example, upon a special symbol com- 
bination being displayed in the base game, the gaming 
machine automatically selects a number of special 
games (also referred to as power games) that the player 
may now play. These power games may be free games 
or may require the player to bet credits to play. The pow- 
er games have special features applied to them. In one 
embodiment, any award granted in a power game is 
multiplied by a multiplier randomly selected for the pow- 
er games. Another of the special features may be a wild 
card feature where a wild card symbol is selected and 
applied to the power games. The number of power 
games to which the special features apply may be se- 
lected at random by the machine's processor. 
[0006] Many other types of special features in any 
combination may also be applied to the power games. 
[0007] In another embodiment, as the player plays the 
base game, certain symbols (referred to as shots) are 
"accumulated" by the player as they are displayed dur- 
ing the base game. When the player accumulates a pre- 
determined number of these shots, the gaming machine 
enables the power game feature, whereby the number 
of power games and the special features are randomly 
selected. 

[0008] In another embodiment, the accumulated 
shots provide the player additional opportunities to se- 
lect a multiplier or a wild card, or any other special fea- 
ture. For example, if the player has accumulated five 
shots and the power games feature has been triggered, 
the player may use each of those shots to cause the 
gaming machine to randomly select a new multiplier if 
the player is not satisfied with the multiplier that the gam- 
ing machine has selected. This reselection may be ap- 
plied to any features in the power games. 
[0009] Other embodiments are described where spe- 
cial features are applied to a base game as an award to 
the player. The invention provides additional excitement 



in the game and gives the player added incentive to 
keep playing the game. 

[0010] Fig. 1 is a perspective view of one type of gam- 
ing machine that incorporates the present invention. 
5 [0011] Fig. 2 is an illustration of one example of the 
base game where combinations of symbols are random- 
ly chosen. 

[0012] Fig. 3 is a block diagram of certain functional 
units in a gaming machine programmed to carry out the 
invention. 

[0013] Although the invention can typically be imple- 
mented by installing a software program in most types 
of modem video gaming machines, one particular gam- 
ing machine platform having a "top box" for displaying 
the inventive features (referred to as "power games") 
will be described in detail. 

[0014] Fig. 1 is a perspective view of a gaming ma- 
chine 10 that incorporates the present invention. Ma- 
chine 10 includes a display 12 that may be a thin film 
transistor (TFT) display, a liquid crystal display (LCD), 
a cathode ray tube (CRT), or any other type of display. 
Display 12 may include a touch screen for converting a 
player's touching of areas of the screen into commands 
for the game program to carry out. Display 12 may also 
be a window revealing motor-driven rotating reels. 
[0015] A coin slot 14 accepts coins or tokens in one 
or more denominations to generate credits within ma- 
chine 10 for playing games. An input slot 16 is also pro- 
vided for receiving bills, machine readable printed tick- 
ets, cashless gaming cards, smart cards, or other types 
of media for generating credits within machine 1 0. A dis- 
play 1 8 may identify instructions to the player for depos- 
iting money or monetary equivalents into machine 10. 
[0016] A coin tray 20 is provided for receiving coins 
or tokens from a hopper upon a win or upon the player 
cashing out. 

[0017] Player control buttons 24 include any buttons 
needed for the play of the particular game or games of- 
fered by machine 10 including, for example, a bet but- 
ton, a repeat bet button, a play two-ways button, a spin 
reels button, a maximum bet button, a cash-out button, 
a pay table button, and any other suitable buttons for 
the base game offered by machine 10. Buttons 24 may 
be replaced by a touch screen with virtual buttons. 
[001 8] A typical base game will be the random selec- 
tion of an array of symbols displayed on the video dis- 
play 1 2, where the symbols are determined by a pseudo 
random number generator. Fig. 2 illustrates a 5x3 array 
of symbols (shown as letters A-O) that may be displayed 
on video display 1 2 for the base game. Combinations of 
symbols across any activated payline grant awards to 
the player and/or activate the power games special fea- 
ture. The symbols may also be in a 1x3 array, a 3x3, 
array, a 4x4 array, or any other format. The presentation 
may emulate the rotation of reels. A conventional CPU 
in machine 10 controls a display controller to stop the 
simulated rotation of the reels to display the symbol 
combination previously selected by the random number 
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generator. 

[0019] As would be advertised on display 12 or on a 
display glass, such as in the top box portion 28, one or 
more special combinations of symbols, or other trigger- 
ing event, activate the power games feature. In one em- 
bodiment, the power games feature is initiated when the 
base game generates three or more of the same sym- 
bols across a payline. A certain signal is generated 
when such a special outcome occurs in the base game 
to activate the power games. Such a signal may be a 
particular code generated by a pay table ROM or the 
CPU that results when the special symbol combination 
is present. The hardware and software used to identify 
the outcome of a base game and initiate a special soft- 
ware routine are well known and conventional and need 
not be described in detail. In addition to the power 
games feature being triggered, the player may also ob- 
tain an instant win for the special symbol combination. 
[0020] In the example of Fig. 1 , the power games fea, 
ture consists of three selectors: a power games selector 
30 that selects the number of power games, a multiplier 
selector 32 that selects a multiplier for any award gen- 
erated in the power games, and a wild card symbol se- 
lector 34 that selects a symbol that acts as a wild card 
when displayed in the base game to represent all sym- 
bols. Selectors 30, 32, and 34 may be motor-driven 
wheels, illuminated backlights, a video display, or any 
other type of display. If the selectors are video images, 
they may be displayed on the same screen as the base 
game or on a different screen. A separate display area 
36 may display any suitable information such as the 
awards granted. 

[0021] Upon the special symbol combination being 
generated in the base game, selector 30 spins and ran- 
domly stops to indicate the number of power games that 
will be played. In this case, the power game selector 30 
selected five power games. The number of power 
games selected by selector 30 identifies the number of 
games for which the special features will apply. The 
power games may be free games or may be games that 
require the player to bet credits. 
The special features that apply to the power games may 
include any features. In the example of Fig. 1, the spe- 
cial features include a multiplier, selected by selector 32, 
and a wild card, selected by selector 34. 
[0022] Concurrently with the spinning of selector 30 
or after the spinning of selector 30, the selector 32 se- 
lects a multiplier for any award that is conventionally 
granted in the base game during a power game. In the 
example of Fig. 1 , the selected multiplier is x3. This mul- 
tiplier may apply for all five power games or may be se- 
lected each time a new power game is played. 
[0023] The selector 34 for the wild card also spins to 
identify a symbol that will act as a wild card during the 
power games. In the example of Fig. 1, the symbol is a 
heart symbol. The five power games are then played on 
the base game with the multiplier and wild card, or the 
multiplier and wild card may be selected for each power 



game. In one embodiment, the wild card symbol re- 
mains active until the base game displays the wild card 
symbol. The awarded credits during the power games 
may be displayed in area 36. The selectors 30, 32, and 
5 34 may be controlled by a random number generator. 
[0024] Additional features may also be combined with 
the features described above. In one embodiment, 
whenever a special symbol is displayed in the base 
game (such as the symbol H from Fig. 2), a meter is 
*o incremented so that the special symbols get accumulat- 
ed during play. The accumulated symbols may be dis- 
played in area 36. The accum ulation of a predetermined 
number of these symbols (such as 10) gives the player 
additional features. This keeps the player playing the 
'5 gaming machine so as not to lose the accumulated sym- 
bols. For example, upon the accumulation of the prede- 
termined number of symbols, the power games feature 
is initiated. The selectors 30, 32, and 34 may then spin 
to provide the player a certain number of power games 
20 with the special features. 

[0025] Each accumulated symbol may also allow the 
player to respin any of the selectors 30, 32, or 34 after 
the power games feature is initiated if the player is not 
satisfied with the original selection. Such a respin may 
25 apply to only the multiplier or the wild card selector. A 
respin may also cause all the selectors to spin. 
[0026] For certain outcomes in the base game, such 
as three special symbols, the power games feature may 
not be initiated, but one or both of the other selectors 32 
30 and 34 may spin to apply the multiplier or wild card to 
one of more games as a reward for the certain outcome 
of the base game. In one embodiment, the selected wild 
card is applied to each subsequent base game until the 
wild card is used in the base game. The feature is then 
35 extinguished. 

[0027] With a combination of four symbols across a 
payline generated in the base game, both the wild card 
selector 34 and multiplier selector 32 are activated. If 
the player has accumulated any special symbols, the 
40 player may be allowed additional spins of the selectors. 
[0028] With a combination of five symbols across a 
payline generated in the base game, the player may get 
additional options. For all symbol combinations, an in- 
stant win may also be awarded to the player. 
45 [0029] In one embodiment, if a player has been 
awarded the special feature of a wild card and that wild 
card symbol is not displayed in the base game before 
the player is awarded another wild card selection (such 
as due to three special symbols again being displayed), 
50 the player may be eligible for two games containing the 
wild card or may get the additional feature of the multi- 
plier in conjunction with the wild card. 
[0030] Any combination of these special features or 
other special features may be applied to the base game. 
55 For example, any one or any combination of the selec- 
tors 30, 32, or 34 may be incorporated into a gaming 
machine or be spun. There may also be more selectors 
for any possible feature. Additional features may include 
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a scatter symbol that applies to any payline no matter 
where the scatter symbol is displayed, or a symbol that 
causes paylines to pay double, or a special "pattern pay" 
symbol, or a symbol that automatically pays a predeter- 
mined or variable amount, or a symbol that initiates any 
bonus game, or a symbol that makes the game a free 
game, or a symbol that pays awards that increase each 
time it is displayed (keeps the player playing longer). 
The scatter symbol may also be a wild card symbol that 
applies to any payiine. In one embodiment, the scatter 
symbol only applies to positions in the column in which 
it is displayed. 

[0031] The re-spin bonus for accumulated symbols, 
or any other feature, may be tied into the player's bet, 
or random ly changed , or enabled with the use of a player 
tracking card, or enabled only during special time peri- 
ods. The bonuses, or any other active features, can stay 
on the machine after the player cashes out or may be 
extinguished when the player cashes out. The player 
can save the active features in a memory so that the 
player can use the saved features in another gaming 
session. This may be done using a player tracking card 
or any other player identification. The memory may be 
the casino's server connected to the gaming machines. 
The saved features may have an expiration date. By the 
player accumulating bonuses and other features, the 
player may effectively design her own paytable. 
[0032] In the above example, the powers games fea- 
ture was initiated upon the generation of special symbol 
combinations. In other embodiments, the power games 
feature can also be initiated by any triggering event. 
Such triggering events may be random events or pre- 
determined times. Additionally, from time to time (either 
randomly or triggered by some event), the selectors 30, 
32, or 34 could spin and show the player what would 
have been possible to win had the player triggered the 
power games feature. This encourages continued play. 
[0033] Fig. 3 illustrates basic circuit blocks in a suita- 
ble gaming device. A control unit (CPU 40) runs a gam- 
ing program stored in a program ROM 43. A coin/bill/ 
credit detector 41 enables the CPU 40 to initiate a next 
game. A pay table ROM 44 detects the outcome of the 
game and identifies awards to be paid to the player. 
ROM 44 may also identify a special outcome to initiate 
the power games feature. A payout device 42 pays out 
an award to the player in the form of coins upon termi- 
nation of the game or upon the player cashing out. The 
payout device 42 may instead generate a payout in the 
form of a coded paper ticket, credits on a smart card or 
magnetic strip card, or in any other form. A display con- 
troller 45 receives commands from the CPU 40 and gen- 
erates signals for the various displays 46. Player com- 
mands to the CPU 40 may be input through the buttons 
or touch screen(s). 

[0034] The gaming machine incorporating the present 
invention may take any form and may even be applied 
to on-line gaming where a player plays on a home com- 
puter connected to the Internet. Any computing device 



may act as the gaming machine, including mobile 
phones and any other device incorporating a processor 
and a display. 

[0035] Having described the invention in detail, those 
5 skilled in the art will appreciate that, given the present 
disclosure, modifications may be made to the invention 
without departing from the spirit of the inventive con- 
cepts described herein. Therefore, it is not intended that 
the scope of the invention be limited to the specific em- 
10 bodiments illustrated and described. 



Claims 

15 1. A gaming method comprising: 

displaying a base game, the base game having 
a plurality of possible outcomes; 
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triggering a selection of one or more features 
to be applied to the base game by a triggering 
event; and 

in response to the triggering event, randomly 
selecting one or more features to be applied to 
the base game. 

2. The method of Claim 1 wherein randomly selecting 
comprises randomly selecting a number of base 
games to which the one or more features will apply. 

3. The method of Claim 1 wherein randomly selecting 
comprises randomly selecting a wild card symbol to 
be applied to the base game. 

4. The method of Claim 1 wherein randomly selecting 
comprises randomly selecting an award multiplier 
to be applied to the base game. 



40 5. The method of Claim 1 wherein randomly selecting 
comprises randomly selecting a symbol that is to be 
a scatter symbol in the base game. 

6. The method of Claim 1 wherein randomly selecting 
45 comprises randomly selecting a symbol that pays 

an award in the base game. 

7. The method of Claim 1 wherein randomly selecting 
comprises displaying one or more rotating wheels 

50 that display possible outcomes and displaying stop- 
ping the one or more rotating wheels to display a 
random selection. 

8. The method of Claim 1 wherein randomly selecting 
55 comprises randomly selecting a number of games 

to which the one or more features apply, randomly 
selecting a wild card symbol, and randomly select- 
ing an award multiplier. 
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9. The method of Claim 1 wherein randomly selecting 
comprises randomly selecting a symbol whose dis- 
plays in the base game are accumulated and used 
by the player for a function. 

5 

10. The method of Claim 1 wherein randomly selecting 
comprises randomly selecting a symbol whose dis- 
plays in the base game are accumulated and used 
by the player to perform additional random selec- 
tions of the one or more features. 10 

11. The method of Claim 1 further comprising saving 
into a memory the one or more features randomly 
selected when a player cashes out of a gaming de- 
vice running the base game so the player may use * 5 
the one or more features at a later time. 

12. A gaming device (10) comprising: 

a first display (12) area for displaying a base 20 
game, the base game having a plurality of pos- 
sible outcomes; and 

at least one processor for triggering a selection 
of one or more features to be applied to the 25 
base game in response to a triggering event; 
and 

a second display area (28) for displaying one 
or more selectors randomly selecting one or 30 
more features to be applied to the base game 
in response to the triggering event. 

1 3. The device (1 0) of Claim 1 2 wherein the second dis- 
play area (28) displays a first selector (30) for ran- 35 
domly selecting a number of games to which the 
one or more features apply, a second selector (34) 

for randomly selecting a wild card symbol, and a 
third selector (32) for randomly selecting an award 
multiplier. 40 

14. The device of Claim 1 2 wherein the second display 
area displays a selector that randomly selects a 
symbol whose displays in the base game are accu- 
mulated and used by the player for a function. 45 
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